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SAFETY INFOnnUTlDM 

IBBUT PflgrOSENSITIVE SEIZURES 

A vary small percentage of people may expErlence a seizure whsn exposed to cBftaIn vIstM images, 
Including Hashing lights or patterns ttiat may appear In video games. Even ^opHe whu have no history of 
ssioires nr epilepsy may have an undiagnosed condlUiin Ihal can sause these "photosensitive apileptlG 
setores" v^hlle watching video games. 

ITiese seizures may have a variety of symptems, Including lightheadedness, eitefed vision, eye or face 
twitching, jerking or shaking of arms or legs, disorientation, confusion, or momentarv loss of awareness. 
Setiures may also cause toss of consciousness or convulsions that can lead to injury froFH falling down 
Of striking naartiy objects. 

immediately stop playing and consult a doctor If you experience any of these symptoms. Parents should 
nratich (or or ask their children about the above syraptofne — children and teenajars are more likely than 
adults to experience these selnjres, 

fUe risk of photoseositive epileptic seiaites may be reduced by sitting farther from the television screen, 
using a smaller television sccean, playing In a well-fit room, and not playing when you are drowsy or 
fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor t»efor« playing. 

Other imjiiirlanl Hoillii inrt Safsty InlorTnitlon 

The XbQK* Instruction Manual contains Important health and safety Information titatyou should read and 

understand before using this software. 

ktom UmH TQ YOUR TELEVISION 

Do not use with certain televisions. Some televisions, especially front- Of rear-projeoflon types, can be 
damaged if any video games, including Xbox games, are played on Utem. Static Images presented during 
the noimal course of games play may "burn In" to the screett. causing a permanent shadow of the static 
image tn appear at all times, even whan video games are not being played. Similar damage may occur 
from static images created when placing a video same on hold or pause. Consult your tetevision owner's 
manual to determine if video james can be played safely on your set. tf you are unable to find this 
infortnatlon In the owner's manual, contact your televtsion dealer or ttie manufacturer to determine if 
video games can be played safely on your set 

Unauthorized copying, reverse engineering, transmission, public perfonnanCG. rental, pay for play, or 
circumvenUon ot copy protection Is strictly pitihibited. 
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BASIC CONTROLLER CONFIGURATIONS 



First-person 
Mode 



Move 
Kurenai 



Pause — ' 



Switch between 
Blade or 
Fundo — 




Target Enemy 
Block 
Attacl< 
Crouch 
Jump 

Use Item 
Use Item 



Camera Control 



USING THE XBOX* CONTROLLER 

1. Connect the Xbox Controller to any controller port on tlie front of the 
Xbox console. 

2. Insert any expansion devices (for example, Xbox memor/ units) into 
controller expansion slots as appropriate. 

3. Fallow on-screen instructions and refer to this manual for more 
information about using the Xbox Controller to play Bed NInja: 
End of Honor'". 



MENU 

directional pad 
O button 
© button 
BACK button 
START button 

INVENTORY MENU 

directional pad 
button 

® button 

CAMERA 

right tbumbstick 
left trigger (pull and hold) 
kft trigger (pull and hold) 
with right tfiumbstick 

right trigger (pull) 

ACTION 

left thumbstick 

left thumbstick (move halfway) 
directional pad left/right 
O button 



right trigger (pull and hold) 
right trigger + left thumbstick 

right trigger + © button 

right trigger + © button then 
up/down with left thumbstick 
Q button 
O button 
White button 

Black button 

® button (hold) 

© button near a wall 

O button while in wall bug at corner 

Q button while in wall hug 
START + BACK 
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Select menu item 
Confirm menu selection 
Return to previous screen 
Open inventor/ menu 
Pause 



Select inventory item 
Confirm item selection /Confirm 
button assignment 

Return to game 

Move camera 
First-person mode 

Zoom in and out when the telescope 
is equipped 

Reset default camera position when no 

enemies are present 

Move Kurenai at running speed 
Move Kurenai at walking speed 
Switch between Blade and Fundo 
Attack/Use Event Items/Open 
Ninja Butterfly messages/ 
Activate dislocation 

Target enemy 

Move Kurenai towards/away or strafe 

around enemy 

Throw the Tetsugen or melee attack if 
the enemy is too close 

Target different enemy body parts 

Block 

Jump 

Use item or power assigned/turn off 

activated power 

Use item or power assigned/turn off 
activated power 

Crouch walk/Stop swinging 

and rotate on wire/Hide underwater 

Wall hug/Wall hug release 
Activate Seduction/ 
Attack seduced enemy 

Ceiling cling 
Soft reset 



INTRODUCTION 



THE MAIN MENU 



Sometime in the 1500's in feudal Japan, the rivalry between Lord 
.Nobunaga Oda and Lord Shingen had reached a stalemate. But in the 
Takeda dan, Ryo, the chief weaponsmith, has created a new weapon that 
could shift the balance in Talceda's favor. Before the weapon can be fully 
tested, he and his young daughter, Kurenai, are attacl<ed in their home by 
mysterious ninja. Killing Ryo and leaving Kurenai to die hung on a cherry 
blossom tree, the ninja take the weapon plans. 

Kurenai hangs there all night and day, innocent victim of the matters 
that led to the attack, Chiyome, the head ninja for Takeda, comes to 
investigate the signs of an attack and, to her horror, finds the body 
Beyond any expectations, Kurenai lives. 

And so begins Kurenai's life as a Takeda ninja. Without a home, Chiyome 
adopts her into the ninja clan and trains her personally. As a constant 
reminder of the events that changed her, Kurenai insists on training with 
the wire used to hang her, and so the Tetsugen is born. 
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New Game - Choose this option to begin playing Red Ninja: End of Honor™. Before you 
begin, choose your difficulty setting: Easy, Normal, or Hard. 

Load Game - Choosing this option will allow you to load previously saved games. After 
confirming this choice, you will go to the Load Screen where a[( saved games will be 
displayed. Select any of these games, and it will immediately load. 

Tutorial - Choose the Tutorial to brush up on your ninja skills at any time. 

Options - Customize certain game settings, as well as view past results or game credits. 

THE TETSUGEN 

This steel wire was used to hang Kurenai, but it has now become her unique weapon. 
The functionality of the Tetsugen is decided by the head unit attached to it You will find 
three different heads throughout the game. The Tetsugen can be used in combat or to 
move Kurenai around the level. Attacks with the Tetsugen can even be directed towards 
specific body parts, 

THE BLADE 

jg^ You begin the game with this weapon. It can be used for light and 
j^^ quick slashing melee attacks or be thrown from a distance, impaling 

j^ and then damaging your enemy as you rip it out of his body To throw 

the Tetsugen, pull and hold the right trigger to target an enemy You 
must target your enemy before throwing the Tetsugen. Then press the © button. Note that 
if you are in close proximit/ to the targeted enemy Kurenai will automatically execute a 
melee attack instead of throwing the Blade. 

Once you have impaled the enemy with the Blade, you will be connected by the Tetsugen 
until the enemy breaks the wire or you rip it out of him. Use the wire between you to line 
attack other nearby enemies. The more tension you have achieved with the wire, the more 
devastating these line attacks will be. Press the O button to pull out the Blade, damaging 
your target. 

a THE HOOK 

Li^j^ Attaching this to the Tetsugen will give Kurenai the ability to swing 

■riSH^K ffom various points. Simply assign the Hook to an Item button (the 
^^I^^^W White button or the Black button] and tap It once. The Tetsugen will 
automatically attach to the nearest hook point Holding the equipped Hook button will 
allow you to manually aim the Hook, Once hanging from the Hook, holding the © button 
will stop Kurenai from swinging, allowing you to move up or down on the wire as well as 
reorient Kurenai's direction. It's important to learn that the Hook can be thrown in midair 
so it can be combined with Kurenai's other abilities, such as wall running, to bypass 
challenging obstacles. 
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THE FUNDO 

The final head attachment is aiso used for combat, but lias completely different abilities 
than tiie Blade. Whereas the Blade impales enemies, the iron weight of the Ftindo 
entangles and bludgeons your opponents. Tite melee attack is a wide, slow attack that 
can knock your enemies back or even paralyze tiiem briefty. 
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The process of throwing the Fundo is the same as with tlie Blade, but 
you cannot simply rip out the Fundo. Once you have entangled the 
enemy, you can then pull on tiie Tetsugen by pressing ttie © button. This 
will pull the enemy off balance, knocking tiim to tiie ground. Sometimes 
the enemy will resist being pulled to the ground because tiie Tetsugen 
lacks enough tension. You will need to create more tension in that case. Once the enerrty is 
on the ground, you then reel him in quickly by itolding the @ button. Once he is next to 
you, press the © button a final time to execute a ground strike. This ground strike can be 
an instant killing blow if the enemy is unaware of you before you attack with the Fundo. 
In battle rnode, the ground strike will always be a regular attack. 

The most devastating Fundo attack is hanging. Position yourself on a beam above an 
enemy. Entangle him with the Fundo and jump off the beam in the opposite direction from 
the soldier. You can leave him hanging there by pressing the © button, or release the body 
to the ground by pulling the right trigger. If you hang him by the neck, jefk once on the 
wire by moving down on the left thumbstick to instantiy kill him. If you hang him by the 
torso or feet, he will stay alive for a time, yelling for more help. You can quiet him by 
attacking him as he hangs there. 

ADVANCED TARGETING 

Once you target your enemy, you will find that your controls become relative to the enemy 
as long as you are locked on to him. You can now strafe left or right, moving in for a 
melee attack or moving away to throw the Tetsugen. You can even add jumping to these 
movements by pressing the ® button while you are locked on. 

It is possible to aim your Tetsugen attack at specific body parts of your enemy. Simply move 
up or down on the left thumbstick after you throw the Tetsugen, but before it has hit the 
targeted enemy The torso is the default attack, area, but you can hit the neck or ankles of 
your opponents. IVIaster this technique quickly, as later enemies are more vulnerable to 
these specialized attacks. 

HUD (HEADS-UP DISPLAY) -||| 

Tension Gauge - Ttie attack power of the Te!kiigen depends on tension. The red gauge will 
increase as you create more tension with the wire. Running toward a tethered enemy will 
only make the gauge decrease. Tliis affects both your line attack and normal attacks. The 
greater the tension, the greater the damage. If theft is little tension, enemies will break the 
wire as they run past ''•^^ 




Tetsugen Strength Gauge - The Tetsugen is not invulnerable and can be broken. You'll 
notice that enemies will frequently struggle against the Tetsugen holding them, even 
attacking it with their weapons. The Tetsugen Strength Gauge will reflect their attempts. 
When the orange gauge is empty, the Tetsugen will break and you must restart your attack. 
The Tetsugen also loses strength witii each line attack you perform. 

Equipped Tetsugen Attachment - This shows which of the two combat attachments is 
being used: the Blade or the Fundo. Switch by pressing left or right on the directional pad. 

Health Gauge - This indicates Kurenai's current health status. You can increase Kurenai's 
health through the game with special pick-up items. 

Ninjitsu Gauge - The ninja powers Kurenai can use will only last for a specific time period. 
The blue Ninjitsu Gauge shows that time frame. This gauge can be increased with special 
pick-up items found throughout the game. You refill the gauge gradually as you defeat 

your enemies. 

Radar - The Radar is very useful, giving you many pieces of information. The yellow 
triangles represent enemies, and the point indicates the direction they are facing. When 
a soldier becomes alert, the radar will change color to reflect his awareness. Green means 
all guards are unaware of your presence. Yellow indicates the first alertness stage; guards 
will leave their patrol routes to search for a disturbance. Orange is the next level: the 
soldiers have definitely heard something and will be searching longer. Red means that they 
have seen Kurenai and have entered full battle mode. Once in full battle mode, some 
enemy triangles will be different colors. The yellow triangles represent foot soldiers with 
melee weapons, while the green triangles stand for projectile enemies. Use this to your 
advantage when strategizing in battle, 

Ninja Items or Powers - This displays the nInja item or power you currently have assigned 
to the White button and the Black button. 
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THE ART OF NINJA 

STEALTH 

Stealth is an integrai attribute of any nirja. Kurerai has a variety of stealth skills at her 
disposal. She can hug the wall to move closer to enemies without being detected, as well 
as peek around forners for a better view. She can wolk silertly or crouch walk silently, 
but keep ir mind that the standing stealth walk is a little faster. Kurenai also has a variety 
of stealth kills that depend on the Tetsugen attachment and her position relative to 
the enemy. 

It's important to note that in order to correctly sneak up on an enemy, you must already 
tie walking silently before you actually target him. Move halfway on the left thumbstick 
to approach the enemy from behind. As you are walking, pull and hold the right trigger 
without changing your walking speed; otherwise you will begin to run, alerting the enemy. 
A kanji symbol will appear over the unaware enemy. When this symbol appears, press the 
button to launch your stealth attack. 

WALL RUNNING 

Wall running is a key ninja art that requires mastery and understanding of momentum. 
You can't just wall run anywhere or at any time. Kurenai must reach her maximum 
speed in order to v/all run, and only certain walis can be used. Smooth brick walls are 
usually best Once on the wall, you can run in any direction, but your momentum will be 
consumed more quickly if you run straight up instead of to the side, from the wali run, 
Kurenai can jump to the side or back flip. Use this ability to reach higher platforms or 
higher book points. 

In addition to the normal method of wall running, Kurenai can jump toward a wall and 
briefly wall run. Her wall run time is significantly shorter than if she were to run up the 
wall at full speed, hut it can get you to spots you need to go. Also, in certain areas Kurenai 
can use the Hook to get to wall-running areas. 

SEDUCTION 

The power of Seduction is something only the female ninja can use to hjSffitivantage. 
When a guard's position makes it impossible to sneak up on him, you cainure him from 

his station with Seduction. You must be in the wall hug position at a corner in order to 
activate this ability. Once in the correct position, press the © button to initiate a seductive 
motion that will invite the guard to come closer. He will approach anrfiry to grab you. 
When he reaches for Kurenai, press the O button again to exsokLte a special kill sequence. 
If you miss the cue, the guard will shake off the Seduction an^'fe^jfito full battle mode. 

Kurenai can only seduce one guard at a time. If another guard sees you, he will wake 
the guard you are seducing and they will both attack you. Also, certain enemies aren't 
susceptible to Seduction; you must experimeatia^learn which soldiers are vulnerable 
to this art. l^Br 



INVENTORY 

Pressing the BACK button will open Kurenai's inventory. Here you can access ! 
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ninja items and powers you acquired along the way. Some items are permanent and can 
be used anytime. Most items and powers are consumable and will disappear from your 
inventory once you've used them up. You can assign these items to either the White button 
or the Black button. Simply press the button to confirm the object you want to assign. 
Then choose either the White button or the Black button; press the button again to 
assign the item to the selected button. As stated before, some items do not have to be 
assigned to buttons but can simply be equipped by pressing the ® button. 

ITEMS AND POWERS 

Here is a brief list of some of the items Kurenai can find throughout the game, Ninja 
powers are found on scrolls that allow you to perform a specific power. All items and 
scrolls can only be used once, so explore areas thoroughly to find multiple copies to use. 

Kunai - These small throwing knives do little damage. They're much more 
useful to throw near enemies, creating a noise they will investigate. By 
doing this, you can distract guards from their patrol route, allowing you 
to sneak past You can aim and throw kunai in first-person mode. 

Potions - These herbal potions will restore a small amount of 

Kurenai's health. 

Elixirs - These more powerful remedies will restore most of 

Kurenai's health. 

Blowgun and darts - These darts are coated with a special poison that 
will temporarily blind guards, making stealth kills much easier. If your 
aim is exceptionally good, a headshot will instantly kill an enemy 
However, leaders have thicker armor. They cannot be killed by a headshot, 
only stunned. Keep in mind, the range on this item is limited. Successful 
headshot kills are impossible on normal enemies that are very far away 

Smoke Bombs - Hide your escape in a cloud of smoke that will leave your 
enemies blind to your actions. This can be used to aid stealth. 

Invisibility - This ninja power will aid you in stealth but has limitations. 
Activating this power will allow you to become Invisible temporarily, but only 
if you move silently or stand still. Any faster movement will cause 
you to appear no matter how much time you have left. 

Hisou - This power will make you as light as air. Activate this power to make 
Kurenai jump higher than normal. 

NINJA BUTTERFLIES 

Throughout the game, you will find butterflies. These are ninja butterflies, trained and sent 
by Akemi to bring you messages. They will offer helpful hints or tutorials on how to 
accomplish certain moves. Retrieve these messages by standing under the butterfly and 
pressing the © button. 
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In the dan, Kurenai has found a new family to which sine has pledged 

her undying loyalty. Chiyome has become her second mother, and 
the Takeda clan also offers her the chance to get revenge on those 
responsible for her father's death. 



Akemi Is another ninja In the Takeda dan. Younger and smaller than 

Kurenal, she has formed a fast friendship with her. The two often 

work as a team, with Akemi being able to fit in smaller spaces 

and scout ahead for Kurenai. She goes out of her way to help 

Kurenai, sending her ninja butterflies with messages. 



Chiyome is the master ninja of Lord Takeda's ninja clan. She is Lord 
Takeda's mistress and his chief confidant, A wise and Imposing woman, 
Chiyome saves Kurenai and becomes a surrogate mother for the orphan. 



Zcnzo is a male ninja who also serves tne Takeda clan. 

He Is absolutely loyal to Takeda, always performing the 

duties given to him without question. Kurenai looks up to 

him, respecting his opinion and honorable ways. 



Ginbel is the apprentice to Kutenal's father, Ryo. Of all the men working 
for Ryo, Ginbei showed the most potential, and his excitement for all 
scientific advancements made him ideal for assistffig^o with his 
newest inventign. ..^ 







The heir of the Takeda clan, Katsul 
and takes no thought as to what rt^B^Cs decisions nfey have. 
He suffers no love loss with Chiyome and resents his father's trust 
in her, a mere woman, over his own opinloris. 



suj^Htei^s immediate results 

rc^Rps 
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LICENSE AGREEMENT 



TNs software program, any prinlefl iralierMs, any online or eleriranic docuinenbaon (Ihe "Program") are Die copyriglitHl iiwk 
of y\i Qsmes, Inc, or Hs licensors. All use of ttie Program is gcwerred by the temis of tfie End Usef Lic^ise Agreemenl wtilch is 
provided betati (" Lkense"). TheProgramissoIeiyfofusebyerrf usets saxMns to Uie terms of Itie License Agreemetrt. Any use, 
reproduction of redistritiution of tfie Program not in accofdance wttti itis tenrts of Itie Licaise AgiEement te expressly prohlbttsd. 

END USER LICENSE AGREEMENT 

1 . Liro ited Use License, vu (Samra, Inc. ("VUG") hereby giants, andbyutiilangtlie Pragrara you ttier«ty aEcept, a limited, nonex- 
clusne license and riglit to use one {1} copy ol tlie Program for your iise on an Xtiox video cpme system. 

2. Ownership. All Btte, ownetstiip rigtrts and inteilettuai property rights ii and to ttw Pragram and any and all copies thereof 
lindviding but not limited to any titles, computer code, themes, objecls, characters, ctiaracter names, stories, texl, dialog, catch 
phrases, locations, ccncepts, artworli, animattons, sounds, musical composlliofls, audiavisijai effects, meltiods ot operation, 
moral rights, any retetel documentetlon. and "applets" lncoiT)orated into the Program) ars owned tjy VUG or its licensors, ftie 
Progiam Is pFOtected t)y ttie copyright laws of the United States, mtematiDnal co^ghl treaties and (x^nvenUons and ottier 
laws.AJf tiglTts ara rsssrved. The Program may contain certain licensed materials, and VUG'S licensors may act lo protect Itieir 
rights in the event at any vioiatian ot this Agreement 

3. Responsibi lilies ot End User. 

A. Siitflecl to the LImllBd Use tjcense as set ferth aimve. you may not, in whole or In part copy, photocopy, reprodWe, trans- 
late, revere engineer, derive source code from, nmdify, dlsassemtrle, decompile, or create cierivative wori« based on the 
ftogram, or remove any pnjprietary notices or latiels on the Program wiOiout ttie piior consent, in writing, otVLfG. 

B. You are enlitied to use ttie Program for your own use. but you are not entjtled to: seU. grant a security interest iri or trans- 
fer reproduclions ot ttie Program to oltier patties In any way, nor to rent tease or license tlK Program to others wittiout the 
prtjr vtrltten consetvt of VUG: or exploil the Program or any of its pails for any commercial purpose. 

4. Program TranolEr. You may permanenlly transfer all of ytjur rights under tvJs License, provided the recipient agrees to ttB 
tarms of this License. 

9. Termination. Ttiis License te effective until terminated, Vbu may tenninate the Llcsi^ at any tae by destroying ttie Pn^am. 
VUG may, at Us discroBon, terminate ttils License In the event ttiat you tal to comply vyilh the terms aid comtUons contained 
tierein. In such event, you must Immediately destroy tie Program. 

6. Umlted Warranty, VUG EXPRESSLY DlSCLdlWE AflV WARRANTY FOR T>€ PROGRAM AND fVlAHUAUS). THE PROGRAIVI AND 
N1ANUAL(^ ARE PROVIDED "AS IS"WtT>IOtJT WABRAKTY Of AtJY KIND, BTHER EXPRESS OR IMPUED. INaUDING.WtTHOtJT 
Uf\«lTA110N, THE IB^PUEO WARRANTIES 01= MERCWNTABiLTTY FTTNESS FOR A PAFTlCtJUfl PURPOSE, OR NONINFRINGE- 
MENT. ANY WAflRAiflV AGAINST INFfllNGEMEtfT THAT IVtAV BE PROVIDED IN SECTION 2-31 2(3) OF TTIE UNIFORM COfil- 
MEflCIAL CODEAND/DR IN ANY OTHER COMPARABLE STATE STATITTE IS BtPRESSLY fflSCLAlf^ED.Tlie entire risk arising out 
of use or peridrmance of Ihe Program remains vwth ^bu, howeverVUG warrants the discfs), on whlcti the Program is f umishe<J, 
to be free from delects in materials and woriunan^p, under nonnal use, for a period of ninety (90) days from the dale of 
dellvBry. VUG's sole HabHfly In llie event of a defective disc shall be to give Viiu a replacement disc. Some states do not allow 
the exclusion or iimitation of incidental or consequential damages, or allow hmctations on Iww long an Implied wanarrty lasts, 
so the above limitations may not w^- 

7. Umltation ofUaMiity, NErTHERWG,ftBPARENT,aiBSIDlARlES, AffUATES NOR UCEHSORS SHALL BE LIABLE IN ANY WAY 
FOR LOSS OR DAfWAGE OFANY KIND RESULTING FROM THE USE OF THE PROGRAM INtlUDING, BUT NOT LIMITED TO. LOSS 
OF GOODVlilLL, V(ORK STOPPAGE COMPUTER fflLURE OR MAIT^NCTION. OR ANY At«)AU OTHER COfJIMEBOAL OAMAGES 
OR LOSSES. Some states <ki not allow Ihe exclusion or llniltanon ot Incidental or conseguentlal damages, or allow limitations 
on how long an Implied warranty lasts, so Ihe above llm nations may not apply to you. 

8. Equitable fleraedies. Ybu heretiy agree Ihat VUG would be Irtepaiably damaged if the terms of this License were not specff- 
icaily enforced, and Iherefore you agree ItiatVUG stiali be entitled, v/ithout bond, ottter security, or proof of damages, lo appro- 
priate equiiabie remedies with respect to titieaches of this License, in addition to such oBier remedies as VUG may otherwise 
h&VB ai^lable to it under applioabte laws, in ttie event any litigation is t)roughl by elttier party in connection wHh ttss License 
Agreement, Jie prevailing party in such litigation shall be entfUed to recover from the other party all the cosls, attorneys' fees 
and other expenses Incumed try sucti prevailing party in the litigation. 

9. Miscellaneous. This uccnse sliall tie deemed to have been made aid executed In the State of Califorrda, and any dispute 

arising hereunder shall be resolved in acccnJance wito the law of the State ot Calilcmia. Ttite License may tie amended only 
by an Instmment In wring executed by both parties. This License constitutes and contains Ihe entire agroemenl between ttie 
jMites wWi respect to the subj»A mader tieteof and supersedes any prior otal or wtttten agreements. 
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CUSTOMER SUPPORT 



VU GAMES CUSTOMER SUPPORT CAN BE REACHED IN THE FOLLOWING WAYS: 

TECHNICAL SUPPORT 

Interftet: http;//suppof1.vuganies.cnm 
Phonei (866) 582-7063 
M-F, 8 a.m. - 4:45 p.m., PST 

CUSTOMER SERVICE 

Phone: (800) 649-0028 
M-F, 8 a.m.- 4:45 p.m., PST 

MAIL 

VU Games 

4247 South Minnewawa Avenue 

Fresno, CA 93725 




^'frS^ Register Your Game Today 1 

'^^ . ^^^p\ • Free tips, tricks, demos, traiters, and more! 
^ ' * Receive free technical and customer support. 

• Be the first to know about beta tests, 
tournaments, game testing opportunities, 
and other events. 

• Plus, stay informed on the latest VU Games 
news, updates, discounts & more! 

Go to http://reg.vugames.com now! 



Mlcmsoft, Xb(»(, and the Xbci: iogos ate efttier registered trademaflcs or tcadamadis of Microsoft (brporation in ttie U.&. atitfor 
otlier coonlries and ars used ureter Bcense from Microsoft. 
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